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Introduction 
• A large body of literature has discussed the benefits 
and the shortcomings of the use of games in education. 
• Studies in this area of inquiry have indicated that 
games are not significantly correlated to student 
academic performance (Backlund & Hendrix, 2013).  
• Rather, they facilitate knowledge acquisition and 
sharing among students (Piirainen–Marsh & Tainio, 2009)  
• However, implications from existing literature on the 
use of games in education suggest that further research 
needs to be done to explore how games are used to 
enhance students’ social and problem-solving skills 
(Huang et al., 2010) 
Research Questions 
1) How do students perceive the collaborative 
task of designing a game to create activities 
for classroom use?  
2) How do students perceive the game-making 
and the game itself? 








• Participants:  
• 78 freshmen and sophomores at Faculty of 
Language and Arts  
• Convenience sampling 
 
• Procedure: 







1. Game creator software & game template 
were provided for the students 
Game Software and Template 
 
Game Workshop 
1. Game creator software & game template 
were provided for the students 
2. Each group learned how to modify the 
game template 




1. Game creator software & game template 
were provided for the students 
2. Each group learned how to modify the 
game template 
3. Group members shared the knowledge 




1. Game creator software & game template 
were provided for the students 
2. Each group learned how to modify the 
game template 
3. Group members shared the knowledge 
via conversations inside the game 
4. After the game-making activity finished, 
the result could be used by others  
The Game Result 
 
The game when played on smartphones 
Results 
 
• How do students perceive the 
collaborative task of designing a game to 
create activities for classroom use?  
• How do students perceive the game-
making and the game itself? 
 
No Question items Means Standard 
Deviation 
1 How do you feel after you play the game? 4.3 0.6 
2 How do you feel about creating the game? 3.9 0.7 
3 What do you think about the level of the making of the game? 3.6 0.8 
4 To what extent the template helps you create the game? 4.1 0.6 
5 Do you agree that games can be used for collaborative learning? 4.2 0.7 
6 Are you interested in creating a game for different course 
content? 
3.9 0.8 
7 What do you think about creating a game for learning? 4.1 0.8 
8 Do you agree that a game meets your needs for learning a 
subject? 
3.7 0.6 
9 Are you interested in creating a game for collaborative learning? 3.6 0.8 
10 Are you interested in sharing the game you have created? 3.9 0.7 
11 Do you think the game you create is useful for other learners? 3.7 0.8 
12 Do you agree that the games for collaborative learning are more 
appealing if they can be played on various gadgets? 
4.2 0.6 
13 How interesting are the characters in the game? 4.2 0.7 
14 How interesting is the RPG game you just created? 4.1 0.6 
15 Are you interested in creating other types of games for 
collaborative learning? 
3.9 0.8 
• Attitude towards the game usefulness for 
collaborative learning is significantly 
correlated with attitudes towards the 
usefulness of game for language learning 
(r=0.521) 
• Student’s perceived game playing ability 
is significantly correlated with their 





• What are some of the challenges in 
creating the games? 
 
• Some of the challenges of creating the games are 
those dealing with technical issues and their level 
of familiarity with game making. 
• The games would have been more attractive if the 
characters and the maps had been more varied.  
• Games such as SIMS or Harvest Moon could be some 
of the options that are feasible to be implemented 
in collaborative learning classroom.  
Harvest Moon Sims 
Limitation 
• Limited time for workshops (scheduling) 
• The game cannot be modified online 
(cloud-based) 





• Overall, the findings suggest that students 
perceived the collaborative task and the game 
making positively. 
• Many students had favorable responses towards 
the usefulness of the game to learn a subject 
matter---in this case, English.  
• Even though a few students had difficulties 
with the technical aspects of creating a game, 
they viewed the task as very interesting and 
useful for them.  
Suggestions 
• Use different types of games that can 
work better to enhance problem solving 
skills. 
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